Chef Uk
You start knowing how many pairs
of evil players there are,

Undertaker
Each night*, you learn which character
died by execution today.

(GGambler
Each night*, choose a player & guess their character:

if you guess wrong, you die.
Y
Monk a"

Each night*, choose a player (nat yourself):
they are safe from the Demon tonight.

Balloonist

Each night, you learn a player

of a different character type than last night.
[+0 or +1 Outsider]

Chambermaid

Each night, choose 2 alive players (not yourself):
wou learn how many woke tonight due to their
ability.

Gossip

Each day, you may make a public statement,
Tonight, if it was true, a player dies,

Butler
Each night, choose a player (not yourself):
tomonow, you may only vate if they are voting too.

Ogre

On your 1st night, choose a player (not yourself);
you become their alignment (you don't know which)
even if drunk or poisoned.

Spy ¥~

Each night, you see the Grimoire.

You might register as good

& as a Townsfolk or Qutsider, even if dead.

Harpy

Each night, choose 2 players:

tomamow, the 1st player is mad that the 2nd is evil,
or one or both might die.

Imp

Each night*, choose a player: they die.
If you kill yourself this way,

a Minion becomes the Imp.

Nightwatchman
Once per game, at night, choose a player:
they learn you are the Nightwatchman,

Philosopher

Once per game, at night,
choose a good character: gain that ability. =
If this character is in play, they are drunk,

Choirboy

If the Deman kills the King,

you learn which player is the Deman.
[+ the Kingl

Banshee il
If the Demaon kills you, all players leam this.

From now on, you may nominate twice per day =58
and vate twice per nomination. T

Mavor ;
If anly 3 players live & no execution Goturs,
your team wins. 24
If you die at night, another player might die instead, 3

Poppy Grower
Minions & Demons do not know each other. ;
If you die, they leam who each other are that night. '. £

BES

Moonchild

When you learn that you died, e
publicly choose | alive player. T
Tonight, if it was a good player, they die, x

Mutant Jh S
If you are *mad” about being an Qutsider, 7 __ﬁ?
you might be executed, *} i
X
1500
Scarlet Woman s
If there are 5 or more players alive .
& the Demon dies, you become the Deman, it
(Travellers don't count) £ o
k.
M
Baron i s
There are extra Outsiders in play. '-__-_'
[+2 Outsiders] ":
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Check that all eyes are closed, Some Travellers & Fabled act.

The Philosopher might choose a character. If necessary, swap their character foken, @

Wake the Deman.
Show the THESE CHARACTERS ARE MOT IN PLAY token. Show 3 nof-in-play good character tokens.
Put the Demon to sleep. Do not do the Minion Info.and Demon Info steps.

TR i If there are 7 or maore players, wake all Minions:
o M Minion Info Show the THIS IS THE DEMON token. Point to the Deman.

e . If there are ¥ or more players, wake the Deman:
N Demon Info Show the THESE ARE YOUR MINIONS token. Foint to all Minions.
} Show the THESE CHARACTERS ARE NOT IN PLAY token. Show 3 not-in-play good character tokens,
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Ha tpy The Harpy chooses a player & & then ancther player. @ Put the Harpy to sleep. Wake the first target.
: Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then peint to the second target,
W Chef Give a finger signal.
!‘ 3 Butler | The Butler chooses a player. @

. - - 1
9 ] e Point to a player {alive or dead).

Place the SEEM token next to the shown player. @

o
r If the Mightwatchman peints at a player:
o , Fut the Mightwatchman to sleep,
1 Nightwatchman Wiake the chosen player, show them the THIS CHARACTER SELECTED YOU info token & the Mightwatchrman token.
Point to the Nightwatchman player, Put the chosen player back to sleep
Mark the Mightwatchman with the NO ABILITY raminder token. @
@ S[}Y Show the Grimoire to the Spy for as long as they need.
.:--"";"" ng The Ogre points to a player:

If the player is evil, flip the Ogre's token upside down,

: / Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.
-_

@' s Dawn Wait a few seconds. Call for eyes open.
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Dsk | Check that all eyes are closed. Same Travellers & Fabled act.

} J Philﬂsophﬂl‘ The Philosopher might choose a character. If necessary, swap their character token. @

i If the Poppy Grower died today or tonight, & is marked with the EVIL WAKES reminder.
. PﬂPP‘f Grower Show the THIS |5 THE DEMON info token, then point to the Deman. Put the Minions to sleep.
Wake the Dermen, Shew the THESE ARE YOUR MINIONS infio token, then paint to the Minkrs, Put the Deman o gee

i E.j':? Gambler The Gambler chooses a player & a character, @
4

2 Monk The Mank choases a player. @
Ha Py The Harpy chooses a player @ & then another player, @ Put the Harpy to sleep, Wake the first target.
Show the THIS CHARACTER SELECTED YOU token, the Harpy token, then point to the second targst,

" @ Scarlet Woman | If the Scarlet Woman became the Demon today, show them the YOU ARE token, then the Deman token.
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The Imp chooses a player. @ If the Imp chose themselves:
W Im[‘l Replace 1 alive Minion token with a spare Imp token.
Put the old Imp to sleep. Wake the new Imp.
Show the YOU ARE token, then show the Imp token,

GﬂESiP If the Gossip is due to kill a player, they die. &

If the demaon killed the Banshee tonight, place the HAS ABILITY token. &

Banshee Publicly announce that the Banshee died,

Cl‘mirhl}‘ﬁ-‘ If the Demon killed the King, wake the Chairbay, Point to the Demaon player
Moonchild | i the Moonchild is due to kill a good player, they die. @

Undertaker | If a player was executed today, show their character token.

Point to a player (alive or dead) with a different role type from the player with the SEEN token.

Balloonist Place the SEEN token next to the shown player, @

If the Mightwatchman points at a player:

; Put the Mightwatchman to sleep.

Nightwatchman Wake the chasen player, show them the THIS CHARACTER SELECTED YOU info foken & the Nightwaichman token.
Point to the Mightwatchman player. Put the chosen player back to sleep.

Mark the Mightwatchman with the NQ ABILITY reminder token, &

Butler | The Butler chooses a player, @

Slﬁ' Show the Grimoire to the Spy for as long as they need.

_ L -{ Chambermaid The Chambermaid chooses 2 living players. Give a finger signal.
o

Dawn Wait a few seconds. Call for eyes open & immediately say who died.
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